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From The Editorial Staff 

Hello everyone! Welcome to the 20th issue of the SMITE 
Official Magazine. A little late, | know, but next month we'll 
be back on track again! If this is the first time you see this 
magazine: a double welcome to you! The SMITE Official QFFIGIAL MAGAZINE 
Magazine started as a completely community driven project, 
but over time got partnered with Hi-Rez to make it an official 
Hi-Rez product. However, the foundation still lies with the 
community, as the writers, artists and photographers are 

all community members. Issue number 20 does indeed 
mean there are 19 previous editions, and you can find 

them all at our website www.gameonmag.com/smite. 


This month we take a look at how Sol was put together 
visually and a player's initial impression of her. Sols not the 
only deity that’s being scrutinized, as we delve into Ne Zha’s 
lore and tie the connections with his abilities in the game. 


With a new group of writers joining our team we finally 
have the people with the love and know-how required 
to give the SMITE eSports scene the TLC it deserves, 
starting off with a Primer for the Super Regionals this 
month and an introduction into the SPL as a whole. 


Some of the more, let’s call them “veteran”, players might 
remember a time before the dreaded Warrior's Tyrs 
patch, when there literally wasn’t a position that couldn't 
be filled with a warrior. In this month's Against the Grain 
it’s almost as if that dark, dark day never happened as 

we argue why certain Warriors would make excellent 
mid-laners and how to fit them into your comp. 


Once again, we take a look in one of the diaries of those 
partaking in the battle between gods and this time we read 
Arachne’s musings as she recovers from a rather nasty 
situation. We also have the start of a new ongoing fiction 
series. You'll just have to read that one to know what it’s 
about! Ok, one hint. It’s titled: “When Worlds Collide’. 


So sit back, relax, and grab a cup of coffee (or 
tea if that’s more your thing) and enjoy issue 
number 20 of the SMITE Official Magazine! 


—E /GameOnMagazine 


Steve Greenfield Jorg van der Velden 
Managing Director Editor 


Frankl FH 


The GameOn Magazine 


ESS SS SS SSS 


WO © wast OWN cowyr OO N WwW 
_ —- —- N NM MM +r + 
i) 
Ni . 
$ 9 = 
za 
Oo Oo -: = o 
o ¢oeese ie = : 
oo pnoes Fa 6 a = 
= 6 N.S Ss ! a N 
——— TO Oo HY ~ Ye oh 
Soe a — ae = fs. = © 
U cum Cc Sf o I Wo Oo Oo = 
an s = = 
V) SapéeE see EC #XteBoVMVAeL = 
-— ~e FETS, MPP LSs FY YL wv 
= oypn O Dd : = = wo oc 
SQeSeehteec eos 22s] 8 2 
Lit = Oo 0 = Fe cs 
wu D ae o © ~Y yu £ 5 S) 
-—- FoGSenwgac DFweleLn 
— a = = > = C0oc ‘Ss = 
= to (aD) o vo w - 
To as oS tS 
2) AoUsSsSHesenaaSoSraeae 


y 
DLL ee ccccccccccccccccccccccccccccccccccccccccccccc75c30dcccccccccccccccccccccccc5”ccccccc””ce”cc”cccccccc3134c3ccccccccccccc:”’c3occcc”cdccccccc5cccc3ccccccccccccccccccccccd3c3c3”cccccc0;5cccccccc30c3c:ccccc”ccc545cccccczccccccc30c]ecccccccccc3c33ccccccceccccc0cccc4ccccccccc3c3ccc35433835c3cccccccc5ccccccccccccccc3ccccccccccccccccc3cecc”ccccc”cccececa 
Z 


WANN 


Matltllille 


N 
SSS 


je 


SSS 


THANKS TO OUR 
parrzon SUPPORTE 


We are able to continue to pump out these magazines every month thanks to 
our supporters on Patreon. If you'd like to help out, and get rewards for your 
support! Click anywhere on this page to find our more information. 


THANK YOU TO: 


SUBSCRIBER 
Nima Bullock, Eric Ross, Eric Johansson, Brandon, Benjamin Wallace, Olivier Duquette, Whyukill 


“itll 


SUPPORTER 
Matthew Simon, Riode9, Alex Cascio, Jyles Lulham, Jacob Mongold, Martin Kendrick, Goncalo 
Pereira, Nokya, Steve, Jason Chaffardet, Sergey, Squall, Philip Jeavons, Daniel Christensen, 
Vincent, Samuel Respicio, David M., Ben Lohman, SonnaheRZ, Sobersniper, arka222 
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GUIDE 


SMITE 101; CONQUEST 
OBJECTIVES 


elcome to the battleground of scarabs, 

Wo and solar bodies the gods: 
SMITE! On behalf of these wondrous deities, | am to 
present to you the first in a series of articles meant 
to help you adjust to your new surroundings. At the 
same time, for those familiar with the battlefield, 
there will be articles going a little more in depth into 
the information that you already possess, guiding 
you to how to play to your utmost potential. For 
those wanting to skip ahead a little, the majority 
of this will be coming from “The Word of Thoth”, a 
guide published and maintained by Smite player and 
member of Team JusTus Flareb00t. In collaboration 
with Hi-Rez, it contains both values and formulas 
for many of the game's aspects. Today, I'll be going 
over the battlefield that will decide the fate of the 
world: The Conquest map. | assume we've all gone 
through the tutorial before (and if you haven't, they 


recently gave it a beautiful revamp, so check it out!), 


wee 
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BY ROBERT NAMCARROW 


so | won't cover the premises of Conquest itself, 


_ but the objectives and camps you ll find within it. 


First, I'll cover one of the aspects of the game that 
often escapes newer players: using the jungle camps. 
These camps of minions spread between the lanes 
contain valuable resources waiting to be plundered. 
For example, let us look at the Harpy (or ‘xp’ for short] 
camps. You have two smaller camps in the back (Back 
Harpies) alongside the larger ones in the middle of 
the map (Mid Harpies). These are important resources 
that can ever so slightly help increase your advantage 
when used. Below you ll see a chart containing the 
values for these camps when done solo in comparison 


to a wave of three melee and three archer minions. 


Gold {Last Hil 


Minion Wave 330 87 (129) 
Back Harpies 170 7) 
Mid Harpies 220 90 
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ahead of your opponent. This can also help you 
learn to plan to clear camps in between waves, or 
even ping your jungler to help you and gain more 
value out of them. Remember: sharing is caring! 
Moving on from the xp camps, we can now 
cover buff camps. The same principles of for getting 
additional xp and gold applies to these camps of 
cyclopes, providing a nice 229 xp and 71 gold in 
total. However, these camps have additional buffs 
that are dropped upon killing the large cyclops. 
These buffs last for 90 seconds, and picking the 
same buff up while having one active (e.g. picking 
up a blue buff while still under the effect of a blue 
buff) refreshes the timer to that exact same time. 
On the conquest map, the following 
four buffs can be found: 

“e Damage (Red) increases your power by a 
flat amount [5 phys or 10 mag), and thenan _ 
additional 20% afterwards. This buff has a — 
respawn time of 4 minutes (240 seconds) 

e Speed (Orange) increases movement 
speed by 20%.This buff has a respawn 
time of 4 minutes (240 seconds] 

e Mana [Blue] gives you 25 MP5, or 5 


mana per second, as well as a cool 10% 


As you can see, both camps provide amounts of Cooldown Reduction. This buff has a 
gold comparable to the amount gained by clearing respawn time of 3 minutes (180 seconds) 
a wave of minions, along with good chunks of e Attack Speed (Purple) provides a 15% 
experience. Having this slight advantage gained attack speed bonus along with an attack 
repeatedly over a match on top of clearing your power buff (12 for physical gods and 15 
waves can easily add to additional levels and an item for magical gods). This buff has a respawn 
over someone whose team isn't taking advantage time of 3 minutes (180 seconds) 
of the camps. Camps can also be cleared with a e These will help your game during all 
teammate to help share the gains. A good habit to get stages of the match. Whenever you can, 
into is keeping a slight awareness of their respawn you should try to pick up a buff or, for 
times, 3 minutes for Mid Harpies and 1 minute and the daring, steal the enemy's buff. Just 
20 seconds for Back Harpies. This will allow you make sure you and your team agree on 
to farm as efficiently as you can, and hopefully get who should be getting which buff! 
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After covering the camps, we have left out two 
large circles on each side of the map. Covering the 
gap next to the long lane [where the distance between 
each team’s outer towers is the largest) we find the 
den of the infamous Gold Fury. She's a beast with 
scaling health (increasing as the match continues), 
starting just under 3000, and capable of 140 physical 
damage a second! Why pick a fight with her you ask? 

‘The entire team of the person who lands the killing 
blow on her gets a bounty of both experience and 
gold that increases the further match goes on. The 
amount starts at 100 experience and gold, increasing 
by 10 per minute up to respective.caps of 250 for 
experience and 350 for gold. Again, this is given to 
each member of your team, even if they weren't 
participating in the fight. This advantage to your whole 
team is why, in higher ranked matches, you'll see 
extensive warding of the Gold Fury as an attempt to 
both secure it and deny it from the enemy team. 

Now moving across the map, we find Gold 


Fury’s partner in crime, the Fire Giant. This legend 
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is the strongest thing on the map that Isn't a player. 


_ Capable of swinging a giant club, throwing boulders, 


and even controlling lava, the Fire Giant will wreck 

a team not prepared to face him. However, felling 
the giant provides a considerable bonus similar to 
Gold Fury. The team who got the killing blow gets 
200 xp and 150 gold per player, and those still alive 
get the ‘Fire Giant’s Might’ buff. This buff provides a 
massive chunk of power (50 Phys/70 Mag), alongside 


- regenerating 4% of your health and 2% of your mana 


every 5 seconds. This allows for a speedy recovery 
as your team charges the remaining objectives left 
with a 20% damage increase versus Towers and 
Phoenixes. Both the Gold Fury and the Fire Giant 
have a respawn time of 5 minutes (300 seconds]. 
‘Speaking of those Towers and Phoenixes, these 
are the objectives that protect each lane leading 
towards the Titans of Order and Chaos. Each lane 
contains two towers and a phoenix. The first tower 
each team encounters furthest out is known as a Tier 


1 tower, with the ones after being Tier 2. Although 
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both tiers have 2000 hp, Tier 1's 
deal 170 base damage along with 
being worth 100 experience and 
200 gold to each member of your 
team. Tier 2 towers deal 230 base 
damage, and have increased 
rewards of 200 experience and 
300 gold. Lastly, Phoenixes start 
at 300 base damage, and give 150 
gold when killed. Additionally, that lane will start to 
spawn fire minions, buffed versions of the normal 
variety. Although Phoenixes will respawn after 4 
minutes with some health, their health pools and 
damage dealt will be cut in half. When mentioning 
the base damage of a tower or phoenix, it’s important 
to note that this is for the first shot, as each shot 
after will progressively deal more damage. 

The last and undoubtedly most important 
objectives are the Titans that each team guards. 
These avatars start with hefty pools of health, 


protections, and physical power of 8000, 60 phys, 45 


mag, and 250 physical power respectively. These scale 
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up for each Tower and Phoenix still up on the map, 
with the Titan being invulnerable with all phoenixes 
up. This means that the more towers you haven't 
destroyed yet, the tankier and stronger the Titan is. 
They are also immune to crowd control, critical hits, 
and lifesteal, fitting of the final objective of your game. 

Here we have barely scratched the surface of 
the intricacies ’of the Conquest map, but it should 
be a good bit of knowledge for both new players 
or players returning after a sabbatical. Keep your — 
eyes open for the next rendition of SMITE 101! m 

BY ROBERT NAMCARROW 
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T° dark water like substance enveloped 
the goddess in a familiar embrace. It was 
here, long before mankind, that she was born. 


It was here that the strands of fate began their 


unending spiral through the worlds, and it was here 


that the weaver returned. Having woven the world 
into existence, the sky, the stars, the earth, all of it 
was her creation. Her people, the egyptian people, 
worshiped her as their creator and protector. On 
the rarest of occasions she would move among 
them, enjoying the warmth of the sands beneath 
her toes and the scent of the nile in the distance. 
Neith, as both god and mortal called her, 
spent her time within its all consuming darkness 
for one purpose and one purpose alone; to defend 
her otherwise defenseless people. Her eyes 
swept over the countless golden threads before 
her, each allowing her to know the past, present, 
and future of one life. Even the afterlife could not 


sever the twine, as nothing could nor should. 
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Yet something did. A ripple in the otherwise 
peaceful waters alerted her, only recently, that one 
of the threads were severed just before it’s afterlife 
began. The goddess was both puzzled and intrigued at 
the time as an event such as this was unprecedented, 
impossible, it flat out destroyed something that was 
indestructible. Others began to find such a fate too 
until hundreds of threads were left with an end where 
there should be none. The goddess, hunter and 
mother to all, followed one of the most recent cuts to 
its end. Upon its end her fingers stretched out into the 
watery abyss, and from it came a brilliant light. From 
the light she wove a gateway, strings of the world 
bending to her will, until it was large enough for her 
to step through without risk of tearing the strands. 

When her heels first clicked onto the stone 
below she noted a strange scent in the air. Instead 
of the sands of Egypt, as she expected an Egyptian 
warrior to have been, she was greeted by flora all 


around her. Unfamiliar plants dotted the landscape, 
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mashing with colorful flowers and dull green moss 


on rocks beside the sea. The salt from the breeze 
perverted the air around the goddess and caused 
her nose to wrinkle at the stench. On occasion a 
creature, not unlike a snake, breached the surface 
to hiss at an unseen enemy and duck back under. 
“Ah, Neith. Right on time.” An unfamiliar voice 
drawled behind her. The goddess turned with such 


force, such speed that dust shifted beneath her 


heels and her braided bangs were forced against her 


face. Before her stood a lithe man with pure white 
hair and an eye to match. His left eye appeared to 
be missing entirely as it was covered by a copper 
covered eyepiece, matching the blinding white light 
of his right perfectly. His grin only outshined by 

the strange electricity that sparked from his gear 
filled torso and ticking staff. Perhaps the strangest 


thing about him, ignoring the gears and sparks, 
The Official SMITE Magazine Issue #19 


SSS 


was the fact that his skin was the softest of blues. 
A brow of his raised at her confused look while 
the staff he held began to slow it’s ticking, from 
every second or so to something resembling every 
ten seconds or slow. Around the goddess the wind 
slowed to nothing more than a cold spot on her 
cheek, the sea-snake’s breaching of the waters 
surface became nothing more than a statue on the 


horizon, and the ambient noise of the area around 


them became a low groan resembling that of a giant’s 


yawn. The goddess turned her head this way and that 


until the man cleared his throat for her attention. 
“Now that | have your att-- Hey!” He shouted, 

echoing In the open air around the two Inexplicably. 

Neith’s hand reached to an insect, suspended 

in the air, with halted breath. Her eyes were 

wide as a fingertip moved to touch it, only to be 


halted when it began to flutter away to the sky. 
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Looking back to the man she found his free hand 
appeared to have been glowing previously, only 
to have it gently fade away under her gaze. 

“Are all egyptians this-” His free hand 
motioned towards her general person with 
an irritated twitch of his eyebrow. 

“This curious? Hm, Maybe. | am 
because | never wove this.” 

Silence. 

For a moment the goddess could only smirk 
at the look upon the man’s features. The strange 
awareness behind the glowing eyes vanished, 
all sense of control was taken away for a small 
moment from him and instead she had it. 

“You did... what?” His voice, previously 
booming with confidence mixed with an air of 
Superiority, vanished to a whisper of disbelief. 
Wings, unseen before, flexed into view behind 
his hair. They connected at his shoulders, having 
previously been closed up and hidden by his 
frame. They had no feathers, no bones, they 
didn't even seem large enough to hold him up. 
But every moment sparks shifted along their 
copper plating. His heart beat? If so, it sped up. 


“Wove the world into existence, every little 
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strand. So when | see something | never touched?” 


Her fingertips barely brushed against the rocks 
face but at even the warmth of her smallest fiber 
the world lept to please her. Strands materialized, 
wrapped around her index finger, and sprang out 
into view in vibrant golden colors. “| get really 
curious, even more so when,” The other hand 
met the golden strands, manipulating the world 
and in a golden show of sparks came a bow. Her 
bow, the same one that fed hundreds and wove 
the most intricate of designs into landscapes and 
waters. “| can still manipulate the threads.” The 
goddess turned to him, armed and smiled. 

Smiled. 

His mouth twitched upwards. Amusement all 
too present in his eyes now, knowing things she 
didn’t, aware of something she wasn't. “Why are you 
here, weaver?” He swept an arm to the chugging 
landscape around them, taking the moment to 
shift his staff into a higher grip. It’s slowly ticking 
face pointed to the goddess, moved in a circle to 
the fading golden lights. “To put on a spectacle? 
Or is there another reason- A real reason?” 

Again her eyes narrowed at the man however 


this time the familiar grip of her bow assured her 
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of the fact that she would be finding out what she 


wanted, one way or another. “A severed connection, 


one that should never be, lead me here.” Her head 


dipped to the mechanical man. “Are you to blame?” 


“Yes... And no.” Again the knowing grin found 
its way onto his features and, again, his staff gently 
tapped against the ground. The ticking began 
its regular second long intervals and the world 
followed its lead, almost as if nothing occurred. 
Neith’s eyes narrowed for the third time within the 
short conversation. He held up a hand, asking for 


a moment to explain and to hold her tongue. 
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“| have killed the humans that came from your 
home, yes.” The words only just left his mouth when 
her bow shifted upwards, an arrow forming in the 
pulled string. A dangerous look crossed her face, 
mingling with her narrow eyes and untrembling lips. 
It caused one of his eyebrows to raise along with 
the wings behind him to twitch into view again. 

“,.. But not all of them. | haven't given you my 
name until now but, even with it, you won't know me. 
lam Chronos and |... Well,” His grin returns, “keep 
the time.” A soft chuckle left him at the pun, his head 
shook with the sound and caused the white hair to 
spill over his shoulder bracers. “| crack myself up. 
But, onto more pressing matters-” He gave her bow a 
clear look, “there is a war going on around you, Neith. 
All pantheons--” Her mouth opened to protest. “Yes, | 
said pantheons, | will explain them later to you.” Her 
mouth shut. “But it is why your people are dying and 
it is why the world is being thrown off, but for now...” 

His stance shifted, ina moment he went 
from someone who tried and, arguably, failed to 
keep control to something like a boxer. His toes 
shifted beneath him, he began to step forwards 
calmly with his staff, and gave her the smallest 
of nods. When the goddess shifted to look behind 
her two silhouettes came into view, neither of 
them she could identify aside from one was 
big and the other appeared to be hovering. 

Chronos stepped towards them and spun 
his staff behind him, electric blue gears shifted 
beneath him. For a moment it appeared as if there 
was a small trail of copies of him just echoing his 
movements. When he spoke it echoed, mimicking 
the effect of his body. His eyes set on her again, 
all sense of control returning as he spoke, 

“Enemies incoming.” = 


By Jessica Seney 
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AN INTRODUCTION TO THE 
SMITE PRO LEAGUE 


\ s a fellow SMITE player, you have 
probably already stumbled all over the 


icons, wards, skins and even frames dedicated 
to the “SPL”, short for “SMITE Pro-League”. 

What started out in 2014 with the “TSM 
Apollo” skin as a tribute to Team SoloMid’'s 
“SMITE Launch Tournament” win, has quickly 
been growing and achieving big popularity, 
especially during the “Summer Split” of 2015. 

This was mostly thanks to the “SPL Season 
Ticket” bundle, which - bought for 300 Gems - 
offered us players the possibility to gain “Fantasy 
Points” (or “FP”) by either winning in-game 
matches or betting on which of the SMITE eSports 
teams would win throughout the course of a 
season. The more FP accumulated, the better the 
exclusive prizes (skins, icons, announcer packs) 
we could unlock were and soon the system began 
to mean more than just that: we actually started 
to get attached to groups and their members. 

But what Is the SPL and how does one keep 
track of all the regions and individuals? 


The SMITE Pro-League consists of “splits” held 
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By Grace “Fayakitteh” & Brandon Harding ~~~ 


over the course of Spring, Summer, and Fall. Every 
split ends with a LAN tournament held amongst the 
top EU and NA squads. Additionally, the “Fall Split 
LAN Regional” tournaments are also the qualifiers 
for the yearly “Smite World Championship” (“SWC”). 
Since many of these (Thursday to Sunday] 
engagements are played directly from the pro- 
players homes, Twitch- and YouTube broadcasts 
will be held over the course of an ongoing season. 
Usually there are anywhere between 2 to 4 - what are 
called - sets of games; half of them EU, the other NA. 
While “Round Robin” (each team faces off 
against all the other groups one by one) would be 
the fairest way to determine the best troop, it is 
also very time consuming. This is why during each 
set, 2 units fight each other for 2 ‘Conquest’ mode 
matches, gaining 1 point per win. That way, even 
ifa group has a bad game, it Is still possible for 
them to climb to the top of the ranking board, since 
whoever has the highest score in the end, wins. 
LAN-Tournaments and the SWC are played 
in a bracket, by using a “Best Of 5/3/1” system. 


“Best Of 5” is common to advance to the next stage, 
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while other events (such as determining 3rd or 5th 
place) are often done via “Best Of 3” or “Best Of 1. 

Single games can range anywhere between 
15mins - 60mins, however on average tend to 
last around 30mins. Beforehand though, there 
isa Picks & Bans” phase - lovingly called “Ps 
& Bs” by most casters - during which a total of 
3 Gods can be eliminated by each of the teams, 
thus excluding a total of 6 characters that can't 
be chosen for the duration of the match. 

The Ps & Bs are a critical stage that can 
heavily influence the outcome of an encounter, 
since this is where mind-games are played 
(e.g. baiting the enemies into a specific god 
selection). Depending on the end composition, 
groups can either make the event harder or 


easier for the opponents and themselves. 


The team that gets to ban 2 Gods first is 


called “Team Order” or “Blue Team”. It has the from each team, both get the chance to remove an 
chance to make their first pick, once the enemies additional God from the roster, making it harder 
(“Team Chaos” or “Team Red”) selected their 2 for the opponents to complete their dream comp 
bans. The advantage of “going first” is, that the and albeit Blue chooses the last deity, it also gives 
potentially strongest, or at the very least most- them the opportunity to counterpick Red. = 

desired, character can be picked. After 3 picks By Grace “Fayakitteh” & Brandon Harding 
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North America 


Cloud? G2A 
[C9] 


Cognitive 
Gaming 
[COG] 


Denial eSports 
[DNIAL] 


Team Eager 
[EGR] 


Team eLevate 
[ELV] 


Team EnVyUs 
[ENVY] 


Team SoloMid 
[TSM] 


Baskin 
Sun Wukong, 
Loki, Bellona 


Meerkat 
Bellona, Sun 


Wukong, Tyr 


Whalrus 
Sun Wukong, 


Bellona, Osiris 


SaltMachine 


Bellona, Osiris, 


Sun Wukong 


Omega 
Bellona, Sun 
Wukong, 


Hercules 


ScaryD 
Bellona, Osiris, 
Sobek 


CycloneSpin 


Osiris, Bakasura, 


Nemesis 


Bchm 
Sobek, Bellona, 


Nemesis 


JUNGLE 


Andinster 
Thor, Serget, 


Awilix 


DJpernicus 
Serget, Thor, 


Guan Yu 


Sikandara 
Serget, 
Athena, Thor 


Adjust 
Serget, Hun 
Batz, Awilix 


DareToCare 
Thor, Serget, 
Ao Kuang 


Mytherea 
Hun Batz, 
Serget, Bellona 


Weak3n 
Serget, Thor, 


Thanatos 


DaGarz 
Thor, Serget, 
Hun Batz 


MLCst3alth 
Janus, Nu Wa, 
Zhong Kui 


TheBest 
Janus, Vamana, 


Bakasura 


MaceToDaFace 


Isis, Agni, Janus 


Khaos 
Nu Wa, Agni, 
Hades 


Lassiz 
Poseidon, 
Ra, Agni 


Adur0O 
Isis, Ah 
Puch, Agni 


KikiSoCheeky 
Isis, Nu Wa, 
Hades 


TheBoosh 
Agni, Posedion, 


Janus 


SUPPORT 


JeffHindla 
Geb, Sobek, 


Bacchus 


Aror 


Ares, Fenrir 


ShadowQ 
Sylvanus, 
Geb, Athena 


PainDeVainde 
Athena, 
Geb, Odin 


PolarBearMike 
Athena, Geb, 


Sylvanus 


MetYankey 
Geb, Sylvanus, 
Athena 


Incon 
Geb, Sylvanus, 
Athena 


Eonic 
Geb, Athena, 


Sylvanus 
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BaRRaCCuDDa 
Xbalanque, 
Apollo, Medusa 


Cabom 
Xbalanque, 
Netih, Medusa 


BronxBombers 


Medusa, 


Xbalanque, Freya 


Vetium 
Medusa, 


Freya, Rama 


Zapman 
Neith, 
Xbalanque, 


Medusa 


Vessalius 
Medusa, 


Freya, Rama 


Allied 
Xbalanque, 


Medusa, Rama 


Snoopy 
Rama, 
Xbalanque, 
Apollo 


Epsilon eSports 
[EPSI] 


Fnatic 
[FNC] 


London 
Conspiracy 
[LDNC] 


Myrmidons 
[MIMY] 


Paradigm 
[PDG] 


Team Dignitas 
[DIG] 


Team JusTus 
[JUS] 


Titan 


[TITAN] 


Dimi 
Nu Wa, 
Chronos, Loki 


Maniakk 
Hercules, Sun 


Wukong, Tyr 


Zashu 
Sun Wukong, 
Guan Yu, 


Chang'e 


LeMeGoW 


Hades, Chang’e, 


Hercules 


Xaliea 
Vamana, 


Isis, Chaac 


Variety 
Chronos, Sun 


Wukong, Osiris 


Xephyr 
Fenrir, Thor, 


Serget 


Brotuz 
Janus, Hel, 


Chronos 


JUNGLE 


Adapting 
Thor, Serget, 


Fenrir 


CaptainTwig 
Thor, Serget, 
Ao Kuang 


Cherryo 
Ymir, Serget, 


Bellona 


LaFaeles 
Thor, Bastet, 
Serqget 


QvoFred 
Serget, Thor, 


Awilix 


FrostiaK 
Thor, Hun 


Batz, Bellona 


Sanjo 
Thor, Hun Batz, 


Sylvanus 


Repikas 
Thor, Bellona, 


Awilix 


Yammyn 
Janus, Nu 


Wa, Isis 


Zyrhoes 
Janus, Ra, Neith 


Aero 
Isis, Janus, 


Scylla 


Tynz 
Chronos, 


Fenrir, Ares 


Lawbster 
Agni, Nu Wa, Isis 


ShadowNightmare 
Janus, Poseidon, 
Kukulkan 


Fexez 


Janus, Agni, Isis 


PrettyPriMe 
Agni, Isis, Scylla 


SUPPORT 


iRaffer 
Geb, Sylvanus, 


Ymir 


Badgah 
Sylvanus, 
Athena, Geb 


EmilZy 
Geb, Sylvanus, 
Athena 


Dardez 
Bacchus, 
Ares, Sobek 


TrixTank 
Sylvanus, 
Bacchus, 


Hercules 


Frezz0O 
Athena, 
Sylvanus, Geb 


Qiwen 
Geb, Sylvanus, 


Ares 


KayneLife 
Sylvanus, 


Ares, Ymir 


Emilitoo 
Neith, Rama, 
Ah Muzen Cab 


RealzX 
Rama, Anur, 


Xbalanque 


Shaggyshenk 
Xbalanque, 
Medusa, Neith 


Jermain 
Rama, Apollo, 
Freya 


Funballer 
Freya, Anhur, 


Rama 


iRens 
Freya, Rama, 
Anhur 


VoteNBK 
Apollo, Anhur, 
Neith 


Ataraxia 
Neith, 
Xbalanque, 
Hades 


SSS OS 


Z 
Z 
Z 
Z 


eee eeacdedaddaacedddadddddddadddaddaaaagacaddaddddadaaaaddccdaadaaaaaccdaaaeeaaaaedacaedaadaaaedaadaeadaeeaaaaaaaaddaaccaaaaaadacaaadaaaaaaaaaeaacaaaddaeddaaddaaaedddaaddacdaaaadcaeedaaaadadacaaddaaadaddaaaaaadaaaadcaaaaacdaaeaaaeaaeaaadaedacaaaaacaadaadaeeeadaaedaaadaeecceeadadaeaaaaaaacdaadddaedaaaadeaaacadadaeeaaddaedacdadaacdddaacdaaedaadaaadaaddaadaacddeddaaaaddacadadadaaadaadaaaadaadaaaadaacddadddadaadddadaaaaadaaaaadaacaaaddaaddaddaaddaadadcdadacaacadeaaaacaaaadaeaddddaeeceaddaaaaaeecaddeaaaadaaaadadadddaadaaadadddaaddaadaadaddddadaaddaaddcdadaaadaaddaaaacacadaadadadddddddddadaadaiié ddd 
Y 


©. 


EX | | 2 IC | F SSS SSS 


PLAYER 
INTO SOL 


What is your first impression of Sol’s design? 


The thing that struck me first when seeing Sol 
was that she was literally glowing! | thought that 
this was the perfect embodiment for the Norse 
goddess of the sun. Even though her entire body was 
glowing with fire and energy, there are still some 
subtle details that are key with her design. All over 
her body you can see Norse tattoos, still paying 


true to who she is and for those she represents. 


\ 
2 a . 
N 
| 
N 
| 
N 
: 
N 
| 
N 
| 
N 
| 
N 
: 
\ 
| 
\ 
| 
\ 
| 
\ 
: 
N 
| 
N 
| 
\ 
| 
\ 
: 
N 
| 
N 
| 
\ 
| 
N 
: 
N 
| 
\ 
| 
N 
| 
N 
| 
\ 
| 
N 
| 
\ 
| 
\ 
: 
N 
| 
N 
| 
\ 
| 
\ 
: 
N 
| 
N 
| 
\ 
| 
N 
: 
N 
| 
N 
| 
N 
| 
N 
| 
\ 
| 
N 
| 
N 
| 
\ 
: 
N 
| 
N 
| 
\ 
| 
N 
| 
N 
| 
\ 
| 
N 
| 
N 
| 
N 
| 
N 
| 
N 
| 
N 
: 
\ 
| 
N 
| 
N 
| 
\ 
| 
\ 
| 
N 
| 
\ 
| 
\ 
: 
N 
| 
N 
| 
\ 
| 
N 
| 
N 
| 

How was your first hands- 

N 

on experience with Sol? 

N 

| She is a ton of fun to play with a personality 
\ 

to match. Her (pun-intended) bright and joyful 

| 

| 


personality can make one happy playing even if 
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By Derrick Moody ~~~ 


you may not be performing the best. Her passive 
auto-attacking based kit allows you to play ina 
similar playstyle of that another Norse goddess, 
Freya. Her kit can pack a punch if you decide to 
play her with less attack speed based items and 
more magical power. Whenever she is around 
for a team fight, her amazing zoning and team 


presence, makes her a formidable ally and enemy. 


How would you describe Sol’s playstyle? 

| would say it is fast paced and aggressive. Her 
passive “Unstable Manifestation” allows her to gain 
percent attack speed and magical damage [called 
‘Heat’) every time she uses an auto attack on a target. 


She also gains ‘Heat’ whenever she uses an ability. 
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This gives her a very strong early game by push 
lanes faster and possibly killing enemies earlier. 

If one is to build her with power and little attack 
Speed, your control over a lane or teamfight rises 
significantly. You are still able to burst enemies down 
with your kit even though you have setups for auto- 
attacking. If you are to choose attack speed, your kit 
becomes less about trying to burst someone down 
but rather set yourself up to quickly attack enemies. 

What are some weaknesses of Sol? 

Sol still falls into the mage pitfall of being low 
on defences. Sol low defences allow any other power 
class to come and kill her easily. This statement 
becomes stronger after she has used her third 
ability, Disapparate, she has to wait 15 seconds for 
it to comeback. Within that time, many other mobile 
gods like Sun Wukong, Ullr, or Serget can catch 
and kill her. So whether or not you are playing with 


or against a Sol, don’t forget she’s not invincible. 


What items are essential on Sol? 

Rod of Tahuti is a good pick for Sol because 
of her passive power scaling compliments Rod 
of Tahuti passive power strike of 25% magical 
power. This means that when you gain magical 
power from your passive you also get the bonus 


from Rod of Tahuti as well. This can help snowball 
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if built early enough or complete your build 


and secure your place of power late game. 
Demonic Grip is a must for Sol. She is an auto- 
attacking based mage; she was made for this 
item. This item gives her the power and increased 
attack speed to help boost her abilities and in-hand 
attacks. The passive on Demonic Grip also gives 
magical protection shredding which with the massive 
amount of attack speed that she is gaining both 
from her passive and from the item itself, can really 
take down tanky foes. 
Shoes of the 


Magi are the base; 


the foundation 
on which you start 
your build. Shoes of 
the Magi provide 
the movement 
speed that 

you will need to 
navigate more 


quickly and easily 
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throughout the remainder of a 
game. Choosing Shoes of the 
Magi over Shoes of Focus give 
the pen and power she need to 
burst enemies either with her 
autos or her kit. Shoes of Focus 
aren't as needed given that she 
doesn’t have to rely on a lower 
cooldown from her abilities, 
she is auto attacked based. The 
power is needed much more 


in hand than the cooldown. 


Anything else you 
noticed with Sol? 

| noticed that she isn't 
the easiest to play given that 
she is very skill shot based. 
Many people who pick her 
up may experience difficulty 
playing at first. Understanding 
how to properly combine her 
abilities to kill enemies and 
making sure that they are 
used in the right positions 
is key when playing her. As 
| stated earlier, she can be 
played either with a high attack 
speed build or with power 
items, It’s up to the player's 
discretion. Her kit freely allows 
players to be flexible as to 
how they want to play her. She 
is very unique in that aspect, 
and that help Sol stand out 
from other gods. She can be 


what you want her to be. = 
By Derrick Moody 
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DIARY OF... 
PATIENT ZERO 


nd here is where I'd say something Like, 

hee diary,” “dear journal,” or “dear 
anyone who actually cares and isn't a doctor trying 
to find a gateway into my psyche.” Who am | trying 
to kid, I’m writing this on a sheet of paper | stole 
off of one of their clipboards, there’s even check 
boxes for symptoms on the back. The only person 
who Is going to get their hands on this works here. 
So, hello Dr. So-and-So and hello to you Nurse 
Bustier-Than-a-Bar-Wench. I'll be interested to 
hear the insight this scrap of paper brought you. 

Well, greetings and salutations, whoever you 
are, | hope your life is at least more enjoyable than 
mine currently is. Because mine really sucks right 
now. There's this awful fluid that’s been building up 
in my lungs and I've lost muscle control over most of 
my body; so coughing, that thing people do to clear 
out their airways, isn't something I'll be able to do 


for much longer. There's this nurse who's supposed 
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By Helena Wachhaus ~~~ 
to drain the green gunk from my chest twice a day - 
they hope that it'll help them identify what's killing 
me - but it’s past lunch and she’s not here yet. Which 
is kind of weird, because she really likes using huge 
needles. | don’t even mind the pain, paralyzation 
is a blessing because | can't feel anything. Plus, 
it’s pretty hard to be afraid of needles when you're 
dying. That kind of thing loses meaning after the 
first few hours. Anyway, I’m not holding my breath. 

What the doctors have said Is that this was 
never supposed to happen. | mean, I’m part spider, 
you'd think | at least have some immunity to being 
poisoned. But that would be too good to be true. It 
would seem that poisons and venom are completely 
different from toxins and | am royally screwed. 

In hindsight, it kind of was my fault for letting 
myself get ganked. There was this crocodile guy who'd 
been after me for the better part of a hour and when | 


turned a corner he was right there, waiting. It was one 
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WAIN 


He hai 


N 


alee 


of those situations where | couldn't really do anything 
to hurt him; his skin was too thick for my fangs to 
pierce, SO poisoning him was off the table. | could 
make a web to slow him down, but that was about 
it. Anyway, | took off, zigzagging because I'd heard 
that crocodiles can't really keep up if you do that. 

| think it was Sol, the new girl who likes fire way 
too much to be completely stable, who blew my cover 
by screaming for help over the radio. | think | said 
something along the lines of “deal with it yourself 
newbie,” or “| gotta lose a tail,” before | turned the 
damn noise box off and started running behind 
every rock that would cover me so | could actually 
breathe between sprints. The one thing that | didn’t 
do, was look behind me. In a chase that sort of thing 
generally guarantees that you ll be caught or run 


into a wall and knock yourself out like an idiot. 


Ae 
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Instead, when | thought I'd lost him, | took a 
sharp turn, slammed my back against a wall, and 
waited for my heart to slow down. By the time | 
remembered that there probably was an enemy 
wandering around this lane, | had already been 
stabbed in the leg by ice-stalactites, which would 
have been easy for the doctors to heal except that 
the ice was this weird glowing green color. I’m 
assuming that meant | had already been poisoned, 
but, just to make sure, Ymir, the guy who snuck up 
on me, decided to spit, or maybe vomit, more of the 
stuff all over me and that was it - goodbye legs, you 
served me well. | should be grateful that the Glowing 
Green Mountain decided to let me go, but part of 
me - a part that has been growing as the hours 
and days drag on - wishes he'd finished the job. 


Mainly, it’s my fault for even being over there. 
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There’s this girl on my team, Baster or something, But it didn’t last. It only took a day for my fingers to 


she’s obsessed with cats but I've literally been start shaking enough to disrupt my work, which is 
spliced with a spider so, in comparison, she’s fairly when the medical staff found out and changed the 
normal. Anyway Baster saw Mr. Green Mountain sheets. It’s probably for the best. Not being able to 
wandering around smashing things, and radioed weave, something I’m really proud of, was Incredibly 
in his location. We'd never seen anyone this color frustrating. | used to be known all around the 
before, but the enemies have been known to dabble world for my creations, and even though I've added 
in genetic modification and biological warfare, so scratching people's eyes out, poisoning them, and 


we figured that staying out of the way was probably 


best. At least until we figured out how to deal 


with the new threat. But | was the idiot who, while 
running from a crocodile, basically ignored the 
order to stay away and ran right into the modified 
Ymir’s lane. After the poisoning and the stabbing, 
I'm not really sure what happened. | just came to 
in the sick bay. The doctors said something about a 


glitch and needing to pull me from the front lines. 


| gotta say, bed rest is boring; there are only so 


many ceiling tiles you can count, and hearing your 


own heartbeat slow down over the course of a few 
hours Is terrifying. | used to weave to distract myself 


from the mind numbing activity of counting to one 


million and back. The sheets that | was lying on 


were pretty ratty, so getting string wasnt too hard. 
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being an overall boss on the battlefield to my list of 
awesomeness, | still really want to weave; it’s who | 
am. | never thought that this experience would lead 
to an identity crisis. To be honest, I'd never thought 
I'd even be in this situation, so who am | to talk? 

To add to my ever growing list of complaints, 
the doctors still don’t know what's wrong with me 
and they've taken the time to ignore the fact that I’m 
turning green; not the ‘you look like you're gonna 
throw up green,” the actual “toxic and it’s going to 
kill you green.” The same color that the Ymir was. 
| guess that | should feel better about it; either it 
means that I’m dying faster and it won't be much 
longer, or I'm adapting to the toxin and should get 
better soon. The other major change Is that my 
skin feels tight and kinda hard; at least it does 
where | can still feel - I’m paralyzed, remember. 

| want to confront the staff about this, but, 
awkwardly enough, they haven't been in to see me 
since the Nurse first started running tests. Speaking 
of which the Nurse still hasn't come to drain my 
lungs. I’m actually kind of worried, ‘cuz it’s been 
almost two hours since | started ranting on this 
piece of paper and it’s getting kinda hard to breathe. 
Strangely enough, my fingers, which were shaking 
so hard at the beginning that this whole writing thing 
was nearly impossible, have settled down enough 
that they just sort of twitch when I’m not paying 
attention. | can’t tell whether that’s a good thing 


or not; | could be getting better, but | could also be 
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massively disappointed when | drown or suffocate. 


That does raise the morbid question of which will get 
to me first, lack of oxygen or...well, lack of oxygen. 

| guess it doesn't really matter, I'd still be dead. I’ve 
been told not to think about my own death too much. 
Apparently it’s “unhealthy for a recovering patient 

to think like that.” Thank you Nurse Diagnosis for 
those inspirational words, | feel better already. 

In the event that she’s actually right and not 
innocently optimistic - which | doubt she is, because 
no medical professional Is innocent - I'll let you in ona 
little secret. There has been an awful lot of screaming 
and running going on outside my room. | can’t actually 
hear anything, besides the occasional intercom 
announcement about a floor-wide pandemic. If | 
hadn't been on a battlefield a few days ago, | would 
have said that it sounded just like one out there. There 
were screaming people, lots of rushed footsteps, 
the occasional lapse of silence that makes everyone 
realize how high the stakes are, and, I’m assuming, 

a lot of messy deaths. Makes me wish that | could 
actually move, | miss the stressed atmosphere. 

You know what? Screw it. I’m going to 
find out what's going on if | have to drag myself 
out the door to do it. I've had enough bed rest 
and if |’m going to die, | may as well do it on the 
move. It’s embarrassing to die lying down. Wish 
me luck. Or don't; it doesn’t matter to me. = 


By Helena Wachhaus 
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IN THEORY: INANNA, 
THE QUEEN OF THE 


hough now somewhat forgotten, Inanna was 

T; prime deity of the ancient Sumerians, one 
of the oldest cultures of the world, dating almost 
as far back as the ancient Egyptian dynasties. As 
culture flourished in the Mesopotamian region, 
so too did Inanna, the Lady of Heaven. She was 
originally consigned to be worshipped as a young 
fertility goddess under the thumb of a patriarchal 
priesthood, but ever the ambitious and complicated 
goddess, Inanna would never settle. Instead, she 
rose to great prominence and a rather unique 
place in all of mythology, carving out her own place 
as the divine bringer of both love and war, of both 
life and death. And in each of her twin roles she 


immersed herself fully, holding nothing back. 


44YOUNG INANNA WAS 
FAR SIMPLER, MINDFUL 
OF HER ELDERS AND 
HER FAMILY, BUT SHE 
WAS STILL HEADSTRONG 
AND QUITE WILLFUL99 


Young Inanna was far simpler, mindful of her 
elders and her family, but she was still headstrong 
and quite willful. When betrothed to her husband, 
Dumuzi, she first insisted he prove himself a man 
deserving, and only agreed to the forced marriage 


when he had done so, and pledged his love to her. This 
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became the sacred marriage of Sumerian culture, 
ritually embodied every year by the current king of 
men to cement his status and maintain tradition. 
To not do so would have put the world of man out of 
favor with the gods--and Inanna in particular. It was 
her will that filled the land with bountiful crops, and 
to break this accord would have been unthinkable. 
Her ambition granted her free expression of 
love and let her delight in warfare, but went further, 
beyond her physical conquests of both kinds, to 
culture itself. As the patron deity of the city-state 
of Uruk, Inanna is seen as the driving force behind 
its rise to prominence in written history. Once, she 
tricked Enki, god of the waters of life, into getting 
drunk. In his stupor he let her escape with hundreds 
of Me tablets, containing the very written laws of 
heaven and earth, the blueprints for life and culture. 
Even her city of Uruk and her temple there, Eanna or 
‘the house of heaven’, were trophies to her; after a 
conversation with her brother about it, she marched 
across the land to Eanna herself and claimed it 
from her father Anu, the king of heaven. Despite 
his surprise at her journey and at her arrogance in 
claiming the temple for herself, he was impressed, 
and Uruk remained Inanna’s seat of power thereafter. 
This all brought her from a simple mother goddess, 
the aspect of Venus, to being the very spirit of love and 
war, and one of the chief gods of the Sumerian people. 


Then, if any still doubted her strength, there's 
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Escape Passive 
from the 


Underworld 


Not even death can contain Inanna. On dying, she is 
suspended from a hook for several seconds, seeking a nearby 


replacement. Any god that dies in this time will claim her spot, 


bringing her back with a percentage of her maximum health. 


Spinning Blade 


Feast of War 


Ability 1 Inanna whirls her spear around her, hitting all 
nearby enemies. If cast again within a short time, the 
damage will double. The cooldown will be reduced 
by one second for every autoattack she lands. 

Ability 2 Every point taken in Feast of War will grant Inanna 
passive lifesteal. When activated, she gains a bonus 
to movement speed, while the lifesteal bonus 
doubles and also applies to her abilities. 


Relentless “Wasa Ability 3 Relentless is a ranged leap that sees Inanna heaving 
herself into the air. On landing, Relentless does damage 
in a circle around her and applies a root effect. 


Rend the Earth 


the tale of Ebih, a mountain that stood in her way and 
greatly angered her. After raving at the mountain for 
its insolence, and after being warned that destroying 
it was too much for her, Inanna marched on It and 
struck it repeatedly until Ebih was nothing but flat 
earth. Her travels even led her to the inescapable 
underworld, the realm of her sister Ereshkigal, where 
she made herself at home. She was summarily 
killed and hung for days on a hook by Ereshkigal's 
underlings, but even then Inanna couldn't be stopped. 
Once resurrected, she left ‘the land of no return’, 
and when made to present someone to take her 
place, settled on the only being not mourning her 
passing--her long-suffering husband, Dumuzi. 
Thus, the Lady of Heaven escaped even death. 

Inanna is a very strong and self-sufficient 


warrior in mythology, and there's no better role 
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Ultimate | Channeling her limitless rage, Inanna takes three slow 
steps forward, swinging her spear in a huge arc with 
each step. The last hit knocks up all affected enemies. 


for her in SMITE. She takes to the fields of battle 
armed and armored, with spear in hand and a love 
of fighting in her heart, to crush her enemies. 

As a Warrior, Inanna’s place in 
any conflict is at the very center. To 
this end, her Passive will serve her 
well, both in her role as a frontline 
fighter and a battle strategist. On death, Inanna’s 
body will be claimed by her sister and prominently 
displayed on a hook. During this time, the area 
around Inanna will be marked, with the goddess 
herself reaching out for a suitable stand-in. During 
the next several seconds, any god that dies in range 
will be drawn into the underworld in place of her, 
leaving her free once more. However, it should be 
noted that fair Is fair; if it’s an ally that dies, Inanna 


will come back ready for a fight, and with a higher 
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percentage of health than if it were an enemy. This 
will make sure that she doesn't bring too much to 
fights that she’s not needed in. If the ability fails, 
however, it doesn't go on cooldown, giving Inanna 
the chance to escape her fate another time. 
Inanna’s expertise with all 
weapons can't be denied, but the 


Spear Is both simple and efficient, 


a weapon with good range anda 
variety of techniques that served soldiers well for 
thousands of years. One such technique is Inanna’s 
first ability, Spinning Blade’. Inanna takes her 
Spear and twirls it around, dealing damage to every 
enemy she hits. You won't get the full power from it 
immediately, however. Using Spinning Blade’ again 
within a certain time will double the damage, but 
to keep this up Inanna has to reduce Its cooldown 
by landing attacks. Full use of the ability means 
Inanna Is dancing in the middle of combat, whirling 
her weapon around her. This makes committing to 
fights much more rewarding. To mitigate its strength, 
‘Spinning Blade’ will have a lower starting damage, 
but also a lower cost, to make repeated use possible. 

Inanna took to love like a woman, 
but took to war like a man--or better 


than one, according to the myths. 


She was often depicted wielding one 
weapon and carrying a dozen more, or even crushing 
the earth with her bare hands. It was said that ‘battle 
was a feast to her’, and her second ability lets her 
make the most of the war she enjoys so much. 

Every rank in ‘Feast of War’ grants Inanna passive 
lifesteal on her attacks, growing as her skill does. 

On activation, it sends her into a frenzy, doubling the 
lifesteal and granting her a bonus to movespeed and 
immunity to slows. In addition, the lifesteal effect will 
also apply to her abilities for the duration, allowing 


her to weather the worst of combat on the strength of 
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her willpower alone, while hunting her enemies down. 


Ca 7 


‘Relentless’ is Inanna’s main 
engagement tool, sending her into 
the air to come crashing down on her 
enemies with the roar of a lion on her 
lips. On landing, she slams her fist into the ground, 
dealing damage around her and creating a violent 
growth of fertile plant life at the spot, entangling 
and rooting enemies briefly. Like the massive leap 
that carried her all the way from Uruk to the distant 
mountains, Relentless’ will put Inanna where she 
wants to be most, usually in the middle of a fight. 


f } 
— the legendary rage that shaped the 


With her tremendous power and 


history of an entire culture, Inanna 
made for a fierce and terrifying 
warrior. Her Ultimate shows this off well, and isa 
little reminiscent of an old ability fans of SMITE may 
remember. ‘Rend the Earth’ is a series of heavy 
Spear strikes in front of Inanna, each hitting ina 


wide cone in front of her with each thunderous step 


44 OVER THREE SECONDS 
SHE SWIPES LEFT, THEN 
RIGHT, AND THEN 

SLAMS HER WEAPON 
INTO THE GROUND, 
CRACKING IT OPEN WITH 
A FEROCIOUS YELL.77 


she takes. Over three seconds she swipes left, then 
right, and then slams her weapon into the ground, 
cracking it open with a ferocious yell. Each swing 
deals damage, and on the third hit, any enemies will 
also be knocked up momentarily. While in the throes 
of her rage, Inanna will be immune to crowd control 


and will move forward continuously, but she can be 
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steered so as to direct her fury on your opponents. 


As a Warrior, Inanna fights well in the solo lane, 
but could manage the responsibilities of the jungle. 
She has good area damage but needs to maintain 
a presence in the middle of fights to make use of 
it, Keeping her and danger close friends. Effective 
clear and trading will also make maintaining ‘Feast 
of War's uptime important, so that Inanna can stay 
healthy for the inevitable fights to come. Later on, 
when the battles become larger and the stakes 
higher, is when Inanna will shine the brightest. Her 
ability to mount a one-woman assault shouldn't be 
understated, but she becomes even more potent with 
her Passive. Whether the enemy team Is planning 
a gank or having their backline shredded, any focus 
on Inanna will have to be considered carefully, since 
even killing her might not stop her rampage. The 
trade-off for this potency Is that Inanna is at her best 


in the heart of the fight. As in mythology, striking 
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first and then managing the consequences could 
mean that Inanna gets in over her head and dies, 
leaving her team without her at a crucial moment. 
Precise use of her abilities and management of 
both her ‘Spinning Blade’ and ‘Feast of War’ will be 
vital to apply just enough pressure on the enemy 
team and to stay alive for the victory celebration. 
As the end of this ‘In Theory’ draws near, 
we're left with no question as to Inanna’s place 
on the battlefield, or her reason for being there. 
Her wild and uncontainable passion drove her to 
strive far outside of the role she was born into, to 
make the pantheon her own. She took her place 
as the Queen of the Earth and Sky, and with no 
one who could stop her even if they tried, she now 
seeks the throne of the Queen of Battle, with no 


better opponents than the gods themselves. m= 
Article By Devon 


Artwork By Michele Trocchia 
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ello everyone and welcome! 
Today we have an interview with 


the Mid-Laner of the current third seeded 


team in Europe: Lawbster of Paradigm. 
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Q. How did you come up with the name 

| 

\ aa » . rt . . a 
Lawbster” any interesting stories behind it? 
| 

| 

A. To be honest | have had the name 

' 

for about a decade or so | do not even 
remember where it came from. 

| 

| 
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INTERVIEW WITH LAWBSTER 


By Ralph Babunga ~~~ 


Q. Each of us came to find SMITE differently, how 

did you find your way to the SMITE scene? 

A. | used to play a lot of League of Legends, and some 
of my friends from there introduced me to smite. 

Q. Baba Yetu? How does it feel to be 

the man behind one of the biggest, and 

dankest, SMITE memes out there? 

A. Funball was actually the one who had introduced 
me to the song, so | have to give him some credit as 
to the origin of that meme. Other than that, | shall 


answer that with another meme: feelsgoodman. 
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Q. How did you and PDG come to be? How did the game? What would you keep? 
you meet your teammates and how do you find A. In my opinion: global ultimates are too prominent 
a sponsor to get yourselves within the SPL? in the current meta. Too late to change it so, SMITE 
A. QvoFred, Trixtank and | have known each other is fairly balanced at the moment. Healing is a little 
for about 3 years and played on former TSM, where bit overtuned but still one can still manage tt. 
we won the launch tournament together. When we 
failed to qualify for worlds last year and so didthe old Q.Whoin your opinion has the best 
Fnatic, so we basically merged the best of the best shot at winning the SWC in 2016? 
from those two teams together to form the current A. Europe's gonna bring it home so 
Paradigm; since we already knew each other and got __ either Epsilon or Paradigm ;] 
along well forming the new team came naturally. 
Q. Any advice for anyone aspiring to come 
Q. Give us a day in the life of a top tier mid laner? into the SMITE professional scene? 
A. Very simple really: Wake up, feed. Tilt. Play jungle. A. Play ranked, behave [Yes that means no BM). 
Learn from your mistakes and you will be noticed. 
Q. Apart from SMITE what do you usually 
do with your time? Hobbies? Interests? Q. To finish this of who would your 
A. SMITE takes up a lot of my time so NADA. favorite band/musician be? 
A. Don't know if | have a favorite. | like 


Q. What is your opinion on balance within Ben Howard and Christopher Tin ;] 
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SMITE? What would you change about By Ralph Babunga | 
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TYING THE CONNECTIONS: 
NE ZHA 


Welcome to another round of Tying the Connections! This month, we stay put in 


By Timothy Tian ~~~ 
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| the Chinese Pantheon to take a look at another of its deities, Ne Zha! 
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s always, let’s first delve into the lore of During his tenure in the world, his relationship 

Ax. Zha to see the accomplishments that with another deity, Ao Kuang, is probably the most 
awarded him the title of the Third Lotus Prince. well-known of his adventures. Being the Dragon King 
From the moment he was born he showed signs of the Eastern Seas, the people asked to be blessed 
of greatness within him. It all began during the with rain for their crops. In exchange, they attempted 
Shang Dynasty, circa 1600 BC. In the depths of to please him by offering food. All these offerings 
a military fortress, after carrying the weight of were rejected and in their place, Ao Kuang demanded 
an unborn child within her for three years and for girls and boys instead for his meal. He sent Ye 
six months, Lady Yin finally gave birth to an Sha to scout for food and eventually came across Ne 
unintelligible form. Her husband, Li Jian, saw Zha and his friends. A fight ensued between him and 
itas ademon and attacked It. Soon, they found Ne Zha and in the end, Ye Sha could only retreat. Ao 
out that it was no demon. The form opened up Kuang then sent his brother, Ao Bing, to complete the 
and out jumped a boy. Thus, Ne Zha was born. task, but instead, he got slain in the process. Angered 
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by these events, Ao Kuang threatened to report the 
occurrences to the Jade Emperor or attack the people 
of Ne Zha’s village. Being the heroic character that 
he was, Ne Zha killed himself to save the village from 
Ao Kuang’s attack. However, Ne Zha was brought 
back to life by his teacher, Talyi Zhenren. Using lotus 
roots, he constructed a human body for the soul of 
Ne Zha. He was also presented with two weapons: 
the Wind Fire Wheels and the Fire Tipped Spear. 

There are variations on how this encounter 
came to be. In another version of the story, after Ne 
Zha was born, he was bestowed upon the gift of the 
Cosmic Ring. While cooling off by the sea, Ne Zha 
playfully threw around the Cosmic Ring. This resulted 
in tremors deep in the seas and shook Ao Kuang out 
of his peaceful slumber. He instructed his scout to 
find the source of these tremors and ended up face 
to face with this child. Similar to the first variation of 
the story, Ne Zha killed both himself and Ao Bing. 

Let the connections commence. After gaining 
his place as a deity, placed upon his shoulders 
was the title, the ‘Third Lotus Prince’. The lotus 
may have signified his phase of rebirth since 


it was used to construct his new form. 
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In terms of his appearance, SMITE has 
most definitely stuck very closely to the lore. He 
was depicted as a young boy with long hair in 
traditional art. Statues in temples were no different. 
Many of the art also placed him with a dragon, 
as a direct result of his famous confrontation 


against the King of the Eastern Seas. 


RIGHTEOUS SPIRIT 


When playing as Ne Zha in SMITE, 
his passive is represented by a lotus. Once again, the 
emergence of it is due to his rebirth. It would make 
a lot of sense then to relate the lotus with life, and in 
the case of SMITE, every basic attack brings Ne Zha 
closer and closer to healing himself. Over the years 
Ne Zha’s passive has seen some major changes. The 
first version was that at Ne Zha’s death, he would 
leave behind a large Area of Effect (AOE) which would 
heal allies. This passive mirrors the events that 
happened in his life when he killed himself to save 
the people of his village. In the second version of 
the passive, it was called Immortal Spirit. The name 


isn't the only thing that changed. How the passive 
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worked was different as well. Every basic attack 
dealt by Ne Zha gained him a stack that increased 
his HP5. So, it’s clear that SMITE related the lotus to 


life itself and in this case, it was a very accurate call. 


UNIVERSE RING TOSS 


Right after he was born, Ne Zha 
was immediately presented with the Cosmic Ring. 
It is no Surprise that it makes Its appearance here 
as the first ability in Ne Zha’s arsenal. This ability 
does not stray far from the lore, aimed at damaging 
those who oppose him. One of the main difference 
here is that in addition to damage, the Ring Toss 
also presents a number of other effects: a physical 
protection debuff, a slow, and a movement speed 
buff. There is no mention of the ring being able to 
directly provide these effects in his lore. However, 
since the ring could be considered a magical item, 
these effects may have been a result of the ring’s 


Supernatural properties. For an item possessed 
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by the Lotus Prince, it would be no surprise to 
see such magical effects or to see his familiarity 


with its use allowing for some advantages. 
ji FLAMING SPEAR 


Birth and gifts are a pattern in Ne 
Zha’s lore, as he receives the Fire Tipped Spear 
when he is reborn. Here, it is renamed to Flaming 
Spear. There is not much mention of the feats the 
spear could actually perform. However, it would be 
a safe bet to assume that the spear is ignited with 
fire. After activating the ability, he has an increased 
Attack Speed and Critical Strike Chance. There are 
no clear ties as to how these effects can be a direct 
result of the Flaming Spear from his lore. However, 
in terms of Critical Strike Chance, a spear on fire 
would definitely be a lot more painful compared 
to just a spear. This can’t be a coincidence and 


once again, very fitting results for a buff ability. 
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ARMILLARY SASH 


While there are no indications of 
its usage in Ne Zha’s myth, it is always portrayed 
around his shoulders in paintings and statues. Again, 
SMITE successfully reproduces one of the established 
features of Ne Zha by adding the sash to his kit and 
keeping in red in colour. In game, the ability hits 
a target and stuns them as Ne Zha pulls himself 
towards his prey. Ne Zha is then positioned face-to- 
face with his target - a shout-out to his fearlessness 
when he confronted Ao Kuang, perhaps? This ability 


can be seen as a sort of method to tie his kit together 


instead of an actual weapon that he used in the fables. 


It wouldn't make much sense to use this ability alone. 
Since Ne Zha ends up face- to- face with an enemy 
god, it presents the perfect opportunity to activate 
Flaming Spear to get those Critical Strikes in, making 
it a deadly combination. If there are multiple targets 
in the area, finishing the combo with his Universal 


Ring Toss may well finish the enemy as well. 
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Any sort of flying ability in SMITE 
is sure to have an interesting mechanic tied to 
it, and Ne Zha’s may be the most interesting of 
all. In old Chinese dramas depicting Ne Zha, he 
is almost always gifted the ability to soar across 
the skies. Likewise in SMITE, Ne Zha grabs his 
target, brings them to the sky, and strikes them 
through a mini-game in which a well-timed 
play will result in critical strikes. Each of these 
hits involve Ne Zha striking them in mid air at 
light speed using his Wind Fire Wheels. This is 
a common sight in many showings of Ne Zha’s 
capabilities. No qualms about inaccuracies here. 

To round everything up, Hi Rez’s take on Ne Zha 
is almost Identical to the way he is depicted in many 
sources. From his model design to the abilities in 
his kit, it all fits very well to the myths of the Third 
Lotus Prince. If lore accuracy was the idea driving 


this god in SMITE, Hi Rez has done well, very well. = 
By Timothy Tian 
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By Brad Devillez ~~~ 


n this current Meta Warriors serve many Bruisers are gods, or builds on gods that 
| purposes and can fill many roles to balance usually don’t fill this role, that fall between the 
out a team composition (or comp for short). Most damage dealing carries and the damage soaking 
traditionally bruisers are put into the Solo role supports. This usually means they have great 
because of their survivability and sustain (healing durability and/or sustain while still being able 
of some sort] that help them come out into the of dishing out decent amounts of damage. 


midgame ahead and with tons of farm. More recently 


we ve seen bruisers in the jungle in order to give thought up recently. Though it was not extremely 
a skilled solo player a chance to play a hard carry common gods like Chaac and Hades were sometimes 
while still maintaining a frontline a team needs to put in mid to flesh out a solid team comp. But I’m 
keep the comp from being too heavy on backline here to tell you that if you love bruisers as much 
gods. Both of these strategies are meant to open up as | do and you find yourself playing in the mid 
god pools for highly skilled and experienced players, lane, don't be afraid to pull one out every once in 
giving a team more options and for me options awhile. Not only do most have great match-ups 
are always good. So what if you want a different against Mages, but they also are mobile and hefty 
option? What happens if you want to go against the enough to survive one of the most volatile lanes 
grain and decide to puta little beef in the middle? in SMITE. Bruisers can dominate the lane and get 
Believe it or not bruisers and Warriors In the so far ahead the enemy will never come back. 


middle lane is not a brand new, crazy theory that was 
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THE CANDIDATES 


seen In matchups where she faces Isis though; 


everything Bellona does, Isis has an answer 
Bellona- Ah yes, that’s right. There is no for. And with how popular Isis is right now it 
limit to what she can would not be wise to pick Bellona 
do. But the reasons N _ without banning Isis first. 
why Bellona works in . Chaac- For as much 
middle lane boils down to y flak as he gets, Chaac 


quite much more than “she’s has always been a solid 


OP”, although her strength secondary frontline god 


does help. First off, every to me. With a red pot start 


great mid laner has one you'd be hard pressed 


thing in common: amazing clear. to find a Mid-laner with 


Bellona has more tools for clear better clear, and with his 


than a car mechanic has in his shop. Al passive you d be hard pressed to find 


yf 
© 


Between high-damage, low-cooldown anyone with better sustain. Also, with 


abilities, AoE (Area of Effect). auto attacks, the recent buff, Chaac has an amazing 


a fair amount of setup, and an escape, slow with a very long duration that can 


she makes it hard for her not to be my cause a lot of problems for the low 


favorite Warrior Mid-laner in the game. mobility Mages that can frequent the 


The downsides to Bellona can be lane. For all of his strengths, Chaac 
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has a glaring drawback that keeps him a few steps 
under other candidates for bruiser middle. If playing 
from behind it is really hard for Chaac to not only do 
damage, but also to sustain it. He is very reliant on 
his self-healing, so without the appropriate levels into 
his Rain Dance he Is an easy target in every fight. 
Osiris- No, you are not dreaming, this is in fact 
real life; Osiris is actually a great candidate for a 
mid-laner! He has amazing poke/clear between his 
low cooldown abilities and built in AoE. hit chain 
and brings tons of early pressure, similar to what 
he does in solo, but this time it’s directed towards a 
Mage more than likely so it’s also more than likely 
true that pressure will be felt twice as much. On 
top of all of that, Osiris has built in counter healing 
to the healers that gain more and more popularity 
every day. Only this time, instead of that level five 
100% counter healing chilling in solo lane away from 
everything, it’s readily available to rotate onto the 
duo lane or go aggressive onto the enemy Mid-laner 
itself. There are actually very few drawbacks to Osiris 
in the mid lane for most of the game. The only time 
he has a true drawback Is later on when he can't 


instantly clear the lane like a Mage. Unless you have 
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that AoE clear from somewhere else, your team may 

suffer when defending or attacking lane objectives. 
Tyr- The Law Bringer bringing justice to 

the mid lane is something I've seriously thought 

about for a long time. For a while it seemed like 


something of a pipe dream, until | put it to practice. 
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You cannot factor in just how much Tyr truly and 
amazingly shuts down any Mage he goes against. 
His displacement is completely off the charts. He 
does the one thing every mid laner will die to almost 
every time: being out of position. To this same 
effect, you may ask why Hercules is not on this list? 
To put it simply: his mana consumption Is too high 
and his only clear is his only escape. And in a place 
where it’s not completely unusual to see three man 
rotations before level five, Hercules just is not beefy 
enough quickly enough to survive through to the 
mid game where he really shines. Meanwhile Tyr 
brings all that with great escape and safer clear. 

Sun Wukong- No doubt, | did save the best for 
last. Recently he has climbed to the top, largely due 
to the changes to Bluestone Pendant, but that was 
just the straw that broke the monkey’s back. Sun 
Wukong was always on the cusp of becoming great 
again ever since Magic Cudgel, his main clearing 
ability, was buffed to get him through the early game. 
Sun Wukong brings amazing levels of early clear, 
almost guaranteed free poke, ridiculous amounts 
of survivability, and even a good amount of burst 


damage. His rotations are only out-matched by Janus 
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and Athena for as far as other potential mid laners go, 
and he is more than likely the most versatile god in all 
of Smite. To me his potential as a mid-laner has yet 
to be seen just because he is so great in several other 
roles, but that does not mean it will never be seen. 

As far as unconventional mid-laners go, the 
more you truly think about what a mid-laner does 
the more you'll find that Warriors in the middle lane 
are not all that unconventional. Several of them 
provide the clear and burst that Mages can, along 
with the survivability several do not enjoy. No, I’m 
not here to say they are better than Mages in middle 
lane, just that they provide something completely 
different and unique to serve varying play styles. 
Overall, the weakness of Warrior middle Is that it 
lacks that big money, one-shot ultimate that can 
single handedly win teamfights, but that can be 
replaced with setting the tone of a team fight so 
high into your advantage it’s impossible to lose it 
or to place a god with that fight winning ultimate in 
another lane [anyone remember the days of Vulcan 
ADC}. Hey, it’s not for everyone, but | guess it 


wouldn't be called going Against the Grain if it was. m 
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THE SUPER 
REGIONALS PRIMER 


he top Smite team in the world will be 
Te this January. Before this can 
happen, teams have to fight for their spot at the 
season finale. North American and European teams 
will have to compete at an event called the “Super 
Regionals” in November for a chance to punch 


their tickets to the Smite World Championship. 
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By Zachary McFarland ~~~ 


If you are new are returning to Smite esports, 
the Smite Pro League, or SPL, consists of a group 
of teams that play against each other in pre- 
scheduled games throughout a season. Each 
season ends in an international tournament that 
crowns a champion for the year. We are currently 
nearing the end of the second SPL season. 

The North American and European regions 
are the oldest in Smite and are run very similarly 
to each other. In both regions, there are eight 
teams competing in the SPL. The current split 
is 10 weeks long In which each team faces each 
other team twice in two game sets, for a total of 
28 games per team and 224 games per region. A 
split being part of a season or what a season Is 
split up into. Right now, the SPL is in the Fall split, 
which is the third and final split of the season, the 
Spring and Summer splits having occurred earlier 
in the year. At the end of the Fall split, teams will 
be ranked from one to eight based on their win/loss 
record. Only the top six teams from both regions 


will be invited to compete in Super Regionals. Out 
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of 12 total teams going to Super Regionals, only five 
will be sent to the Smite World Championship. 

Many games hold regional tournaments at 
the end of seasons with the purpose of deciding 
which teams go to that game's world championship 
tournament. Smite is no exception. The Super 
Regionals are a special event this year where North 
America and European contests will be held at the 
same place at the same time. All games will be 
played at Hi-Rez studios in Atlanta, Georgia. The 
venue is closed to the public, but the tournament can 
be viewed in full on twitch.tv/smitegame. In addition 
to granting teams spots to the SWC, Super Regionals 
have a cash prize for every team that participates, 
with the value increasing the higher the team places. 
The first place organization in each region wins 
$70,000 and each region will win almost a quarter of 
a million dollars total from Super Regional prizing. 

The format of Super Regionals is a based off of 
a typical eight-team bracket, but with only six teams, 


the first and second teams do not need to play in the 


first round, but instead start playing in the semifinals. 


Teams are given “seeds” based on their regular 
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season performance. These seeds determine the 
starting position of a team in the tournament bracket. 
For example, the teams that had the best record 
in each region get the first seed in their Regional 
tournament. In addition to the standard first round 
quarterfinals, semifinals, and finals, there are sets 
whose winners earn the fifth and third placings. 
Games are played in the Super Regionals from 
Tuesday, November 17th until Sunday the 22nd. If you 
only care about one of the regions, North American 
games are on Tuesday, Thursday, Saturday and 
Sunday, while European teams play on Wednesday, 
Friday, Saturday, and Sunday. The day by day schedule 


of the event is below and a quicker summary follows. 


TUESDAY: 


The first set at Super Regionals is the sixth seed 
from North America facing the third seed in a best 
of five (Bo5) match. Following is a Bo5 set between 
North America’s fourth and fifth seeds. The winners 


of each set advance to the top four of their region. 
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Similar to Tuesday, Wednesday starts with 
the European sixth and third seeds facing off 
in a best of five set. This is followed by another 
Boo set between the region's fourth and fifth 
seeded teams. Winning a set puts the team 


into the next stage in the tournament. 


THURSDAY: 


The day starts off with a single game to between 
the losers of Tuesday's matches to determine 
the fifth and sixth place North American teams 
of Season 2. Next up are the Semifinal matches. 
The victors of these Boo sets are guaranteed 
to compete in the Smite World Championship 


early next year. The first place team from the 
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regular SPL season faces the winner of the set 
between the fourth and fifth place teams. The 
second seeded team plays their set against the 


winner of the third vs sixth seeds from Tuesday. 


FRIDAY: 


Friday mirrors Thursday in that the first match 
is aset between the teams who lost on Wednesday 
to determine the placements of the bottom teams in 
the European side of this event. Afterwards are the 
semifinals. Like North America on Thursday, the 
European teams with byes into the event play Bod sets 
against the teams who won games on Wednesday. 
The first of which is the top European seed facing 
off against the victor of the fourth vs fifth set. The 
final set of the day is the region’s second seed 


playing the winner of the third vs sixth seed match. 


Powereg b 


Voice” | 


The GameOn Magazine 


SSS SSS 


——— 
y | seasoN2 


a -, a de r “ 
si tSMITe? © 
\ 


SATURDAY: 


Saturday Is a very busy and very important 
day at the Super Regionals. It starts off with the 
losers of the semifinals games playing each other 
in a best of 3 set to determine the third and fourth 
place teams in both regions. The last set of the 
day determines the fifth and final team to from this 
event that goes to Worlds. The third place teams 
from both North America and Europe from the 
Super Regionals face off in a final Bo3 match. The 
winner becomes the SWC wildcard team and joins 


the cast of Smite World Championship teams. 


SUNDAY: 


The final day of Super Regionals consists of the 
North American and European grand finals. The 
victors of the semifinal games from Thursday and 
Friday face the other from their region. While every 
team that competes today is going to the SWC, 
the teams are fighting for first place within their 


region. The winners of these Bod competitions not 
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only get a larger prize from the Super Regionals, 
but they get a bye at the SWC. Getting a bye Is 
important because it means that a team does not 
have to compete and chance losing in the first 
round of competition; their first games of the 
SWC are instead in the second round of play. 

Allin all, the Super Regionals are an important 
event in Smite esports. The six day long event starts 
on November 17th. Twelve teams enter, six from 
North America and six from Europe. Quarterfinal 
games are on Tuesday and Wednesday, semifinal 
games are on Thursday and Friday, Saturday holds 
the third place games and wildcard match, while the 
regional grand finals are held on Sunday. The winners 
of the semifinal and wildcard sets are the teams 
that go to the Smite World Championship in January. 
There are a total of five teams from Super Regionals 
that will qualify to worlds. Two from the North 
American competition, two from European sets, and 
the wildcard team, which could be from either region. 
The Super Regionals promise to showcase amazing 


Smite where the best of the best emerge victorious. = 


By Zachary McFarland 
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You know, if you 
stare too long at the 
sun, you'll go blind. 


Comic Concept by Jon V | Artwork by Gwendoline Martin 
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you can find our newest wallpaper you can use to decorate your desktop, 


tablet, or mobile device with. You could also print it out as a poster! 


Below, 


WALLPAPER 
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Newest God Released: 
Sol - The Goddess of the Sun 
See You Next Issue! 


